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DEVICE AND METHOD FOR PROVIDING PAYOUTS BASED ON 
ACTIVITY AND RANKS OF OTHER GAMING SESSIONS 

Cross-Reference to Related Applications 

[0001] The present application is a continuation-in-part of U.S. Patent Application 
Serial No. 09/223,902, "ELECTRONIC AMUSEMENT DEVICE AND 
METHOD FOR PROVIDING PAYOUTS BASED ON THE ACTIVITY OF 
OTHER DEVICES," filed December 31, 1998, which is incorporated herein by 
reference. 

Background of the Invention 

Field of the Invention 

[0002] The present invention relates to electronic gaming devices, and more 
specifically to electronic gaming devices which adjust payout amounts based on 
the activity and ranks of other gaming sessions. 

Description of the Related Art 

[0003] The profitability of slot machines is directly proportional to the amount of 
time that they are played. Consequently, casinos often attempt to prolong the 
length of player gambling sessions. Casino slot clubs were developed with just 
such a goal in mind. Players were provided reward points for each dollar wagered, 
with points exchangeable for cash, merchandise, food, etc. Much like an airline 
frequent flyer mile system, slot clubs encouraged greater play since the player 
would earn larger reward point totals. Although these programs succeeded in 
providing an incentive to play more, players had no incentive to extend the length 
of a given gambling session since they could always pick up where they left off at 
a later session. Three sessions of one hour each were thus equivalent to one session 
of three hours. Every time that a player ended a gambling session, however, there 
was a risk that he would go to another casino. Casinos would prefer that a player 
play for extended periods of time rather than over multiple sessions. 
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Summary of the Invention 

[0004] One embodiment of the present invention provides for determining a first 
gaming session; determining a rank of the first gaming session; determining at 
least one gaming session, each at least one gaming session of the first set having a 
respective rank that is not higher than the rank of the first gaming session, 
determining data corresponding to the at least one gaming session; determining at 
least one bonus based on the data; and applying the at least one bonus to the first 
gaming session. 

Brief Description of the Drawings 

[0005] These and other objects, features and advantages of the invention will be 
understood from a consideration of the following description of the invention, in 
which: 

[0006] Figure 1 is a block diagram illustrating a system for implementing 
the present invention; 

[0007] Figure 2 is a block diagram of an electronic gaming device 
constructed in accordance with the present invention; 
[0008] Figure 3 is a block diagram of a slot server constructed in 
accordance with the present invention; 

[0009] Figure 4 is a table showing components of the payout table of 
Figure 2; 

[0010] Figure 5 is a table showing components of the probability table of 
Figure 2; 

[001 1] Figure 6 is a table showing components of the player table of Figure 
3; 

[0012] Figure 7 is a table showing components of the gaming session table 
of Figure 3; 

[0013] Figure 8 is a plan view of the electronic gaming device of Figure 2; 
[0014] Figures 9A and 9B together comprise a flowchart illustrating a 
method for initiating play at the gaming device of Figure 2; 
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[0015] Figure 10 is a flowchart illustrating a method for determining a 
bonus to be provided to a player based on the results of subsequent gaming 
sessions; and 

[0016] Figure 1 1 is a flowchart illustrating a method for determining a 
5 bonus to be provided to a player based on the results of at least one gaming 

session having a rank that is not higher than the rank of the player. 

Detailed Description 

[0017] An object of the present invention is to provide a method and apparatus 
1 0 enabling slot machine players to easily determine whether a slot machine is 

desirable. A further object of the present invention is to provide a slot machine 
that adjusts its performance based in part upon the performance of at least one 
other slot machine. An advantage of the present invention for a casino operator is 
that it attracts the attention of potential slot machine players. Another advantage of 
1 5 the present invention for a casino operator is that it encourages prolonged slot 
machine play by players using the device. 

[0018] In accordance with various embodiments of the present invention, an 
electronic amusement device and method is disclosed for rewarding a player of a 
game based on the activity of other players. The method includes the step of 

20 determining the initiation of a player gaming session in which at least one play has 
been concluded. Such a play might include the conclusion of the spin of the reels 
of a slot machine, or the completion of a hand of video poker. The method also 
includes the step of determining subsequent gaming sessions in which each of 
these sessions is initiated after the initiation of the player gaming session. Payouts 

25 are determined for each of these subsequent gaming sessions and a bonus is 

determined based on at least one of these payouts, the bonus being applied to the 
player gaming session. The disclosed slot machine implements the method of the 
present invention. 

[0019] In accordance with various embodiments of the present invention, a slot 
30 server and method is disclosed for communicating an indication of adjusted 
performance between at least two slot machines. 
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[0020] In accordance with various embodiments of the present invention, an 
electronic amusement device and method is disclosed for rewarding a player of a 
game based on the ranks of other players. The method includes determining the 
rank of the player (or the player gaming session). The method also includes 
determining a set of gaming sessions in which each of these sessions has a rank 
that is not higher than the player's gaming session. Payouts are determined for 
each of these subsequent gaming sessions and a bonus is determined based on at 
least one of these payouts, the bonus being applied to the player gaming session. 
Alternatively, or in addition, a bonus is determined based on the rank of the player 
(or the player gaming session). The rank of the player (or the player gaming 
session) may increase, decrease, or remain the same, relative to the ranks of other 
players. The disclosed slot machine implements the method of the present 
invention. 

[0021] In the following description, reference is made to the accompanying 
drawings which form a part hereof, and in which is shown by way of illustration, 
specific embodiments in which the invention may be practiced. These 
embodiments are described in sufficient detail to enable those skilled in the art to 
practice the invention, and it is to be understood that other embodiments may be 
utilized and that structural, logical and electrical changes maybe made without 
departing from the scope of the present invention. The following description is, 
therefore, not to be taken in a limited sense, and the scope of the present invention 
is defined by the appended claims. 

[0022] Slot machines, including conventional reel slot machines, video poker, 
video keno and video blackjack machines, are generally among the most profitable 
casino games. Casino operators can capture the interest of slot players by offering 
a bonus payout in addition to a traditional payout. By determining the bonus 
payout based on the results of subsequent gaming sessions, casino operators can 
encourage slot players to increase the average duration of their sessions. Further, 
because the bonus payout increases the winning possibilities of players, such a 
bonus increases the anticipation, entertainment and excitement of a slot player. 
[0023] The present invention is directed to an electronic gaming device and a 
method for operating an electronic gaming device to determine a bonus payout 
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depending on the results of a gaming session begun subsequent to the start of that 
gaming session. The present invention maintains a database of gaming sessions 
and stores the results. Based upon these results, players are provided with bonuses 
depending on such factors as how long a particular session has been active, or how 
many sessions have been started subsequent to the first gaming session. 
[0024] According to the present invention, a player begins a gaming session at a 
slot machine by entering a player identifier such as his slot club identification 
number. The time at which the gaming session is started is transmitted along with 
the player identifier to a server which stores the information. During the session, 
the player plays a number of games, with the gaming device generating an 
outcome (such as cherry-cherry-cherry) and a payout for each game. 
[0025] The server tracks each gaming session and each outcome and ranks the 
sessions in order of time started. Alternatively, or in addition, the player and/or the 
game device corresponding to the gaming session may be ranked. In one 
embodiment, a player initiating a first gaming session is rewarded when a player 
from a subsequently initiated gaming session wins a jackpot of a predetermined 
amount. In an alternate embodiment, the player initiating a first gaming session 
receives a bonus which is a small fraction of the total amount of money wagered 
by all of those gaming session begun after his session. In both of these 
embodiments, the player forfeits an opportunity to receive bonus payouts when he 
ends his gaming session. 

[0026] The preferred embodiment will be further described with reference to a 
client-server architecture in which game data is generated by the gaming device 
while much of the bonus determination processing is performed by the server. Of 
course, one skilled in the art will recognize various alternate embodiments that are 
consistent with the spirit and scope of the present invention, including without 
limitation performing the processing steps completely at the gaming device. 

Apparatus Architecture 

[0027] The apparatus architecture of an exemplary embodiment of the present 
invention will now be discussed with reference to Figures 1-3. Referring to Figure 
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1, there is shown a block diagram of a gaming device network 10. Network 10 
includes a gaming device server 200 (hereinafter referred to as "server") that is 
linked to and communicates with networked gaming devices 101, 102 and 103. 
Although three gaming devices are shown, a person of ordinary skill in the art will 
appreciate that any number of networked gaming devices could be linked to and in 
communication with server 200. 

[0028] An architecture for a system comprising a gaming device used in 
conjunction with a server controller is first described, followed by a more detailed 
description of each of these elements. Several tables are referenced, including 
payout and probability tables for the gaming device and player and gaming session 
tables for the server. Like components in the figures are commonly represented by 
the same reference number which should be clear from the context of use. Further, 
the reference numbers generally follow a convention wherein the hundreds and 
thousands digits correspond to the figure number in which the reference number 
first appears. 

[0029] As used herein, the term "gaming device" is intended to include devices 
such as slot machines, video poker, keno, bingo, video roulette, and video 
blackjack machines wherein a paid play generates a random or pseudo-random 
outcome used to determine a payout. Gaming device may also represent a terminal 
used to communicate gaming results for table game play. For example, the gaming 
device could be an attachment to a blackjack table operated by the dealer which 
communicates player identifiers and win/loss information to the central server. 
[0030] A block diagram of a gaming device indicated generally at 100 in Figure 2 
comprises a processor 102 and a data storage device 1 1 0 in communication with 
the processor 102. Further connected to processor 102 are: a communication port 
140, a clock 108, a starting controller 128, a player interface 120, a random 
number generator 130, a display 127, a reel controller 132, a hopper controller 146, 
and a currency acceptor 144. 

[0031] Referring again to processor 102, the device comprises one of many well 
known processing units, for example a Pentium class CPU manufactured by Intel 
Corporation. Data storage device 110 comprises an appropriate combination of 
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magnetic and optical memory, such as disk drive memory, and semiconductor 
memory such as random access memory (RAM) and read only memory (ROM). 
Data storage device 110 stores control program 112, functional to operate gaming 
device 100 in the manner described below. Additionally stored are a payout table 
114 and a probability table 116. Random number generator 130 comprises one of 
many well known random or pseudo-random number generators suitable for use in 
a gaming device. As will be further described below, during game play, data 
storage device 110 also stores a player credit balance and optionally an indication 
of the current rank of the player, the gaming session, and/or the game device, as 
described further below. 

[0032] The rank of a player, the rank of a gaming session, and the rank of a game 
device are variously described and referred to herein. It will be understood that 
where an embodiment is described with respect to a particular type of rank, this is 
merely for purposes of example; embodiments are not limited to the particular type 
of rank stated. According to various embodiments, the ranks corresponding to a 
player, the player's gaming session, and the game device at which the player is 
playing, may be the same. For example, a reference to "the player's rank" may be 
the same as referring to "the rank of the gaming session" (e.g., if the player is 
currently playing only one gaming session). 

[0033] Alternatively, the rank of a player may differ from the rank of a gaming 
session of the player and/or the rank of the game device. For example, a player 
may have a rank that corresponds to more than one gaming session (e.g., the rank 
is based on the player's prior and/or current gaming sessions). Similarly, a game 
device may have a rank that is based on more than one gaming session and/or the 
play of more than one player. 

[0034] Currency acceptor 144 is operative to receive one or more coins or 
currency, and to transmit an appropriate value signal to processor 102. Hopper 
controller 146, and hopper 148 connected thereto, are operative under the control 
of processor 102 to dispense coins to a player. Reel controller 132 is operative to 
control the spin and outcome displayed by first, second, and third reels 134, 136, 
138, respectively, which may be mechanical in nature, or graphical and displayed 
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on display 127. Different numbers of reels may be used, or selected for use in 
further embodiments. In the present embodiment, gaming device 100 comprises a 
"twenty-two stop" machine, such that twenty-two indicia are contained on each of 
reels 134, 136, 138. Display 127 comprises any appropriate video display 
apparatus, for example, a "touch screen" that allows both input and video output, a 
cathode ray tube or a liquid crystal display screen. The display 127 may also 
comprise a projector that projects images onto a wall screen or wall display. 
Display 127 may be configured to scroll information across the display apparatus, 
or across a wall screen or wall display. Display 127 may also comprise an in-room 
cable system. For example, one channel of the in-room cable system of a hotel 
room may display a list of the top twenty-five ranked players (or gaming sessions). 
It is well-known in the art that a player may participate in more than one gaming 
session at a time (e.g., a player may be playing more than one slot machine 
concurrently). 

[0035] To help keep player interest, various types of information about players, 
gaming sessions, and/or game devices could be displayed to the player via the 
display 127. For example, the amount of money earned, ranks of players, bonus 
statuses of game devices, names (or identifiers) of players (or gaming sessions), 
and/or the duration of gaming sessions may be displayed. 

[0036] Display 127 could display information about a subset of players, gaming 
sessions, and/or game devices. For example, the player may be a subsequent 
player with respect to gaming sessions of other players (e.g., the player's gaming 
session started after at least one other gaming session). Display 127 could then 
display the ranks, bonus statuses, names, and/or identifiers of players (or gaming 
sessions) to whom the player (or the player's gaming session) is subsequent. In 
another example, display 127 could display information about the top twenty 
ranked players, the twenty players ranked above the player, or the twenty players 
ranked below the player. The player may indicate a preference for what types of 
information are displayed (as well as how and/or when it is displayed), and display 
127 will display information in accordance with the player's preference. 
[0037] The displayed information described herein may be displayed at various 
times. For example, information could be displayed to the player only when 
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information is updated, only when certain information is updated, when any 
information is updated, when the player's rank has changed, only when the 
player's rank has changed, when the player's rank is likely to change, when the 
player is in a position to earn a bonus, or only when the player is in a position to 
5 win a bonus. 

[0038] Starting controller 128 comprises a player-operated device such as a handle 
or button for initiating the play of a game. Player interface 120 comprises a 
conventional player tracking card reader 126 for receiving a player tracking card, a 
display 122 for communicating alpha/numeric messages to the player, and buttons 

1 0 and/or a keypad for receiving player input such as a player identifier. 

[0039] Communication port 140 comprises a conventional network interface for 
connecting gaming device 100 to server 200, thereby facilitating the exchange of 
information such as player identifiers, gaming session start times, and gaming data 
between the two devices as desired. 

15 [0040] Referring now to Figure 3, the architecture of server 200 is illustrated. In 
addition to conventional server components, server 200 includes a processor 202, a 
storage device 210, a display 227 and a communication port 226. Communication 
port 226 enables server 200 to communicate with gaming devices 101, 102, and 
103. Storage device 210 comprises an appropriate combination of magnetic and 

20 optical memory, such as disk drive memory, and semiconductor memory such as 
random access memory and read only memory. Storage device 210 contains 
program 213, player table 240 and gaming session table 270 for controlling server 
200 in accordance with the present invention. Display 227 comprises any 
appropriate video display apparatus, for example, a cathode ray tube or a liquid 

25 crystal display screen. Such a display is preferably viewable by patrons on the 

casino floor, and is used to communicate player status as described further bellow. 

Data Tables 

[0041] Referring now to Figure 4, there is depicted an exemplary payout table 114. 
30 Each record of payout table 1 14 defines the payout awarded for each outcome, or 
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family of outcomes, based on a single coin wagered. Payout table 1 14 includes 
outcome field 202 representing the outcome or family of outcomes associated with 
a particular record. Payout table 1 14 also includes a default payout field 204 and a 
bonus payout field 206. The default payout field 204 represents the amount of 
payout associated with conventional payouts of gaming device 100. For example, 
if a player wagers one coin on a play that results in an outcome of 
"BELL/BELL/BELL," gaming device 100 would provide a payout of twenty coins, 
according to default payout field 204 of record 208. Bonus payout field 206 
represents additional bonus payouts earned by the player based on the performance 
of subsequent gaming sessions of other players. In this embodiment, the bonuses 
are small additions to the payout a player would normally receive for any of the top 
three outcomes. Referring again to record 208, the bonus payout associated with 
that outcome is two coins. This amount is added to the twenty coin default payout 
for a total combined payout amount of twenty-two coins. The amount of the bonus 
may be represented in alternative forms, as will be described more fully with 
reference to Figure 9 below. 

[0042] Referring now to Figure 5, there is depicted a table representing the 
probability of specific outcomes generated by gaming device 100. Each record of 
probability table 1 16 represents an outcome or family of outcomes. Probability 
table 1 16 includes an outcome field 214 representing an outcome associated with a 
record. Probability table 116 further includes random number field 216 and 
expected hits per cycle field 218, both associated with default values. Bonus 
values are associated with random number field 220 and expected hits per cycle 
field 222. 

[0043] Random number field 216 indicates a range of numbers which, when 
generated by random number generator 130, result in the associated outcome. For 
example, random numbers "10131"-"10330" correspond to outcomes for which the 
last two symbols are "CHERRY," as illustrated by record 224. Outcomes of 
"ANY/CHERRY/CHERRY" are expected to occur two hundred times per cycle of 
10,648 total plays in the cycle, as indicated by the value of "200" in expected hits 
per cycle field 218. The two bonus related fields indicate changes to the probability 
of hitting various outcomes 214 when bonuses are due to the player. In this 



01-040 AP as filed 



10 



Attorney Docket No. 01-040 
Express Mailing No. EV011191487US 



embodiment, the probability of a losing outcome occurring is decreased while the 
probability of some winning outcomes is increased. Record 225, for example, 
indicates that the probability of hitting BELL/BELL/BELL is increased to twenty- 
one hits per cycle with a corresponding range of random numbers of "106 17"- 
"10636". By increasing the winning combinations while decreasing the losing 
combinations, the player experiences more positive results over longer periods of 
time. 

[0044] Referring now to Figure 6, there is shown player table 240 of server 200. 
This table serves generally to store information about players, and can store 
information regarding bonus payouts of the present invention. Each record of 
player table 240 represents a unique player, although in some embodiments a 
single record could apply to a husband and wife playing from a single account, for 
example. Player table 240 includes a player identifier 242 that identifies the 
player. This identifier is also typically stored on the slot club card held by the 
player, allowing a player to identify himself by inserting the card into player 
tracking card reader 126, with processor 102 transmitting the identifier to server 
200 which looks up the identifier in player identifier field 242. 
[0045] Player table 240 also includes a name field 244, address field 246, credit 
card information field 248, complimentary points balance field 250, bonus account 
field 252, and team identifier field 254. Name field 244 and address field 246 may 
be used by the casino to direct promotional mailings or offers to the payer. In those 
embodiments in which players are paid monetary bonuses for their play, these 
fields may be used to send checks to the player for payments due. Credit card 
information field 248 may likewise be used by the casino for providing bonuses to 
players. Complimentary points field 250 identifies the current balance of points 
that the player has in his account, and may include points earned as a result of 
bonuses earned. For those embodiments in which players are not paid their bonuses 
directly through gaming device 100, a bonus account balance field 252 may be 
used to store an indication of how much money is owed to the player. As described 
more fully below, this amount may be deemed payable to the player only upon 
successful completion of some condition, such as winning a jackpot of at least one 
thousand dollars. Team identifier 254 is used in those embodiments in which team 



01-040 AP as filed 



11 



Attorney Docket No. 01-040 
Express Mailing No. EV01 1 191487US 



play is allowed, and provides multiple players with the option to play as a single 
entity. Player rank 256 may be used to indicate the rank of a player. A player rank 
may be, but need not be, the same as the rank of the game device at which the 
player is playing. 

5 [0046] Referring now to Figure 7, there is shown gaming session table 270 of data 
storage device 210 of server 200. This table serves to track the status of each 
gaming session initiated. Each record represents a particular gaming session, with 
the sessions stored in order of start time. Included in the table are current machine 
ranking field 272, machine identifier field 274, player identifier field 276, player 

10 start time field 278, and player stop time field 280. Current machine ranking field 
272 represents the rank of each active gaming session, with a lower rank indicating 
that the session has been in progress for a longer duration. Those gaming sessions 
which have already concluded (i.e. the player stop time field 280 is populated with 
a stop time) are identified as "N/A" to indicate that no rank is necessary since the 

1 5 session has concluded. Current machine ranking field 272 is continually updated, 
with rankings changing as players end gaming sessions. Current machine rankings 
may change based on other factors, as described below. Machine identifier field 
274 uniquely identifies the gaming device 100 at which the gaming session is 
being (or has been) played. The player identifier field 276 identifies the player of 

20 each gaming session. The value stored in the player start time field 278 indicates 
the time at which the gaming session was initiated, and is determined by the time 
at which the player inserted his player tracking card into player tracking card 
reader 126 of gaming device 100. Optionally, the player start time may be when 
the player has also completed at least one play. Player removal of the player 

25 tracking card generates a time stored in player stop time field 280. If the player 
gaming session is still in progress, player stop time field 280 indicates that the 
player is "STILL PLAYING." 

[0047] Record 282, for example, shows a recently concluded gaming session. The 
session was played at machine "27524" by player "136243", starting at 6:38AM 
30 and ending at 7:25AM. Because the gaming session has already concluded, current 
machine ranking field 272 indicates a ranking of "N/A." Record 284 shows a 
currently active player on machine "28463" with a player identifier of "106824." 
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The player started the session at 6:59 AM and is still playing. His current machine 
ranking of "3" indicates that the player gaming session is the third oldest gaming 
session, with only two players having longer duration of playing session. As 
discussed further below, current machine ranking (or game session ranking) may 
be determined based on factors other than the duration of the playing session. 
Further details of the use of gaming session table 270 are provided below. 
[0048] Referring now to Figure 8, there is shown a front elevation view of a 
typical gaming device 100. It should be noted that the arrangement of player 
interfaces may be varied significantly and still remain within the scope of the 
present invention. Gaming device 100 is generally divided into three sections: a 
lower panel 210, a central panel 212, and an upper panel 214. Lower panel 210 
provides display of a first reel 134, a second reel 136 and a third reel 138 which, as 
previously mentioned with respect to the reel representations in Figure 2, can be 
mechanical based or electronic in nature. In this embodiment, lower panel 210 
comprises a conventional electronic graphical display capable of displaying 
computer generated data, such as a VGA monitor or LCD display. Central panel 
212 comprises a card reader 126, a currency acceptor 144, a starting controller 128, 
various bet buttons 217, 218 and 219, and a display 127, which provides an 
indication of bonus and/or ranking information to the player. The display 127 may 
also provide an indication of the number of subsequent gaming sessions and/or 
payouts resulting therefrom. The starting controller 128 may be, for example, a 
handle or a button. Upper panel 214 comprises a display of a payout table 
comprising, for example, painted 'belly' glass. In general, the payout table 
describes the amount paid for the reel combinations shown, based on the number 
of coins or credits wagered. 

Description of the Operation 

[0049] Figures 9 A and 9B together comprise a flowchart of the process by which 
the player earns bonuses based on the play of subsequent gaming sessions. In one 
embodiment, the flowchart represents the steps carried out by processor 102 while 
executing program 112 (stored on data storage device 110) and processor 202 



01-040 AP as filed 



13 



Attorney Docket No. 01-040 
Express Mailing No. EV01 1 191487US 



executing program 213 (stored on data storage device 210). The programs may be 
stored on any machine readable medium and may be downloaded from a remote 
device via their respective communications ports which may comprise an Ethernet 
card, modem or other suitable communications card or port. The game play 

5 process begins at step 900 and is represented by blocks in flowchart form. The 
blocks represent steps performed by software modules or objects. 
[0050] The process begins when a player sits down at gaming device 100 to begin 
a gaming session. After inserting his player tracking card into player tracking 
reader 126 at step 900, the identification number is read and converted into a 

1 0 player identifier typically consisting of six to ten numeric digits. This data may be 
encoded in the card magnetically, or punched into the card so as to be optically 
readable. Processor 102 then retrieves the current time from clock 108 at step 902 
in order to establish a start time for the gaming session. Both the time and player 
identifier are transmitted to server 200 via communication port 140 at step 904, 

15 initiating the gaming session of the player. Gaming device 100 also preferably 
includes a machine identifier with each communication with server 200 so as to 
allow server 200 to track the progress of each gaming session on a machine by 
machine basis in addition to tracking on a player by player basis as with the player 
identifier. 

20 [005 1 ] Once received by processor 202 of server 200, the player identifier, start 

time, and machine identifier are stored in a newly created record of gaming session 
table 270 at step 906. This record stays active until the player ends the gaming 
session as described more fully bellow. 

[0052] Having initiated a gaming session by inserting his playing card (in response 
25 to which the player tracking card reader 126 generates a representative signal when 
the card is inserted), the player now begins play at the gaming device by entering 
an amount of coins or currency into currency acceptor 144 at step 908, establishing 
a credit balance with the device. For example, the player may deposit a twenty 
dollar bill and receive a corresponding twenty credits stored in data storage device 
30 110. Once credit has been established, the player begins a play at step 91 0 by 

activating starting controller 128 such as by pulling a handle. This game initiation 
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signal is received by processor 102, setting up a series of events associated with 
generating an outcome for that particular play. 

[0053] First, processor 102 directs random number generator 130 to generate a 
random number at step 912. In the present invention, this number is an integer 
between "1" and "10,648" and serves to identify a particular outcome from 
probability table 1 16. At step 914 the random number is compared with the ranges 
stored within the random number field 21 6 of probability table 1 16. Once the 
corresponding outcome is identified from outcome field 214, processor 102 directs 
reel controller 132 to spin reels 134, 136, and 138 so as to display the identified 
outcome at step 916. For example, assuming that the random number was 
"10,625", the corresponding outcome is BELL/BELL/BELL. Each reel is stopped 
so that a bell symbol is displayed to the player. Processor 102 then searches 
outcome field 202 of payout table 1 14 in order to determine whether any payout is 
due to the player at step 918. In the example above, an outcome of 
BELL/BELL/BELL corresponds to a payout of twenty coins for each coin wagered 
by the player. Processor 102 then directs hopper controller 146 to dispense twenty 
coins from hopper 148 at step 920. The amount of any payout is transmitted to slot 
server 200 at step 922. In one embodiment, other data such as the outcome and the 
number of coins wagered is also transmitted to slot server 200. 
[0054] As the player initiates further plays by entering more coins and pulling the 
handle of starting controller 128, server 200 tracks the results of other gaming 
sessions initiated at other gaming devices 100. Because each gaming session has an 
associated start time, server 200 is able to determine how many subsequent gaming 
sessions have begun from the initiation of a first gaming session. Thus, a first 
player initiating a gaming session at 8:00 AM might have subsequent gaming 
sessions which started at 8:05 AM by a second player at a second machine and 
8:07 AM by a third player at a third machine. From the perspective of the second 
player, the third player gaming session is also considered to be a subsequent 
gaming session. For each gaming session, there may in fact be a plurality of 
subsequent gaming sessions, forming a set of subsequent gaming sessions. 
Similarly, the conclusion of the gaming session of the player may be determined 
by receiving a signal from the player tracking card reader 126, the signal 
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representing that the player has removed his card from the player tracking card 
reader 126. 

[0055] The conclusion of the gaming session may be determined in other ways 
besides the player removing his player tracking card. For example, the server 200 
could allow players to move from machine to machine, as long as the interruption 
was less than a predetermined period of time. Players could be tracked via their 
player tracking card, and the server 200 could determine the time at which a card 
was removed from the player tracking card reader of one machine and the time at 
which the card was then inserted into the player tracking card reader of another 
machine. If the difference in the times was less than the predetermined period of 
time, then the gaming session would be deemed still active, instead of concluded. 
[0056] Similarly, a player may be provided with the option to keep a gaming 
session active (even after removing his player tracking card) provided the player 
initiates at least one play every month, for example. The conclusion of the gaming 
session would only occur if, after the player removes his player tracking card, a 
month (or other predetermined period of time) elapses without the player ever 
playing again (i.e. inserting his player tracking card) at a machine of the casino. 
[0057] Referring now to Figure 10, there is illustrated a method 1000 for 
determining bonuses based on the activity of subsequent gaming sessions. 
Generally, each player is eligible to receive bonuses based on the results of the 
gaming sessions initiated after that player, in much the same way that a multi-level 
marketing arrangement rewards participants with a commission based on sales of 
all subsequent sales people hired by the original participant. The more subsequent 
salespeople that are hired, the higher the potential commissions for the original 
hiring salesperson. In much the same way, the present invention encourages 
players to continue a given gaming session in that the longer the session continues, 
the more likely it is that other subsequent gaming sessions will be initiated. In one 
embodiment, each jackpot won by a player of a subsequent gaming session results 
in a bonus monetary payout for the first player, as described more fully below. 
[0058] In another embodiment, the bonus comprises an increased probability of 
winning for one or more plays of the gaming session of the player. For example, 
the hit frequency of an outcome (e.g. BELL/BELL/BELL) maybe increased. 
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Those skilled in the art will understand that the hit frequency of one or more 
outcomes may be easily adjusted by switching among payout tables. 
[0059] In still another embodiment, the bonus comprises one or more free plays 
("secondary game plays") for the player. Upon receiving such a bonus, the player 
may initiate a play without inserting any currency and/or without having the 
corresponding reduction in his established credit balance. 
[0060] In another embodiment, a bonus could correspond to a plurality of bonus 
levels. For example, a first bonus level may correspond to cash benefits, a second 
bonus level may provide triple comp points, a third bonus level may provide 
double comp points, a fourth bonus level may provide priority drink service, and 
fifth bonus level may indicate no bonus is yet available. A player may become 
eligible for a new bonus level, for example, based on the number of subsequent 
gaming sessions, the player's (or gaming session's) rank, the number of handle 
pulls, the number of handle pulls within a predetermined time period, the amount 
wagered, or the length of the player's gaming session. The criteria for eligibility 
are not limited to these examples. According to one embodiment, display 127 
could display to the player an indication of the next bonus level that might be 
obtained if the player continues to play. For example, a player currently receiving 
priority drink service might be motivated to continue playing if he was informed 
that the next bonus level was for double comp points. 

[0061] The process of determining a bonus amount begins at step 1002 of Figure 
10 with server 200 receiving game play data from each gaming device 100. 
Processor 202 determines whether the game play data qualifies for a bonus amount 
at step 1004. For example, a rule stored in program 213 might hold that all jackpots 
of more than five thousand dollars enable eligible players to receive a bonus. The 
bonus may be a flat monetary amount per jackpot, or a percentage of the jackpot. 
If the processor 202 determines that the game play data qualifies for a bonus 
amount, the process 1000 continues to step 1006. If the processor 202 determines 
that the game play data does not qualify for a bonus amount, the process 1000 ends 
(step 1005). 

[0062] At step 1006, processor 202 receives an outcome from a first gaming 
device. The outcome indicates a play at the first gaming device, and in turn directs 
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processor 202 to initiate a function which determines a set of subsequent gaming 
sessions (step 1 008). Alternatively, the function may be initiated without receiving 
the outcome for the first gaming device. For example, the processor 202 may 
initiate the function periodically, at a predetermined time, or for each gaming 
session eligible for a bonus. The subsequent gaming sessions are identified and 
stored in temporary memory while processor 202 determines a monetary payout 
entitled to one or more of the set of subsequent gaming sessions (step 1010). 
Based on the determined monetary payout, a bonus is calculated for the player of 
the first gaming device (step 1012), and credited to the machine that he is currently 
playing (step 1014). In one embodiment, the bonus may be credited to other 
accounts, such as a player "comp" account that stores casino reward points, a 
financial account, etc. In another embodiment, the bonus is proportional to the 
sum of the payouts of all subsequent gaming sessions (e.g., the bonus is a 
percentage of all payouts of all subsequent gaming sessions). In still another 
embodiment, rather than immediately crediting an account or the machine, the 
player might accumulate value in an account which is "unlocked" when he hits a 
jackpot within the gaming session. 

[0063] In one embodiment, the bonus is not awarded unless the player satisfies one 
or more conditions which may be established by the casino. For example, the 
player may be required to have one or more plays in which a predetermined 
outcome is achieved (e.g., BELL/BELL/BELL), and/or may be required to achieve 
a predetermined outcome within a predetermined time (e.g., BELL/BELL/BELL 
once every hour). The player may be required to sustain at least a predetermined 
rate of play (e.g. a predetermined number of handle pulls or coins deposited per 
unit of time). The rate of play may be easily determined by the processor 102 and 
transmitted to the server 200, as would be apparent to those skilled in the art. 
[0064] Alternatively, or in addition, the rank of a player may be determined. The 
rank may be based on the number of subsequent gaming sessions. For example, 
the rank of the player may be based on the number of other players that initiated 
gaming sessions after the player initiated his gaming sessions. According to this 
example, the player whose gaming session has the greatest number of subsequent 
gaming sessions would have the highest rank. Similarly, the rank may be based on 
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the number of subsequent gaming sessions that are currently not yet concluded. 
For example, the rank of the player may be based on the number of players that 
both initiated gaming sessions after the player initiated his gaming session and are 
still playing. 

5 [0065] Alternatively, the rank may be based on the number of prior gaming 

sessions. For example, the rank of the player may be based on the number of other 
players that initiated gaming sessions before the player initiated his gaming 
session. According to this example, a player who initiated his gaming session after 
those of four other players would have a rank of "5", and the four other players 

10 would be ranked "1", "2", "3", and "4". Similarly, the rank may be based on the 
number of prior gaming sessions that are currently not yet concluded. For 
example, the rank of the player may be based on the number of players that both 
initiated gaming sessions before the player initiated his gaming session and are still 
playing. Various embodiments of the present invention provide for where the rank 

1 5 of the player may fluctuate as other players initiate and conclude gaming sessions, 
and/or as the ranks of other players increase or decrease. 
[0066] In still another embodiment, the rank may be based on the start of the 
player's gaming session. For example, players that start during a predetermined 
time period (e.g. between 3:00 AM and 4:00 AM) could be afforded a higher rank 

20 than other players. In still another embodiment, the rank may be based on the 

duration of the gaming session. For example, the longer the gaming session, the 
higher the rank. Accordingly, players would have an incentive to play longer. In 
another embodiment, the rank may be based on the number of handle pulls and/or 
the number of coins wagered by the player during the gaming session. 

25 Accordingly, players would have an incentive to wager more and/or to play faster. 
[0067] In addition, there are a number of ways in which the player could increase 
his rank relative to other players. For example, the player could spend more time 
at the gaming device, play faster at the gaming device, be a member of the slot 
club, be a premium slot player, have a higher dollar volume of play, and/or initiate 

30 a session during off-peak hours. Alternatively, or in addition, a win, a 

predetermined outcome (e.g., CHERRY/CHERRY/ CHERRY) , or a predetermined 
series of outcomes (e.g., five winning outcomes in a row paying three coins or 



01-040 AP as filed 



19 



Attorney Docket No. 01-040 
Express Mailing No. EV01 1 191487US 



more, or completing a one card flush draw five times in a predetermined period), 
may increase the player's rank (e.g., increase the player's rank by five positions, 
increase the player's rank to a predetermined or randomly determined rank). 
Alternatively, or in addition, the player could obtain a higher rank in exchange for 

5 all or a portion of his winnings, for providing an additional amount of funds, for 
agreeing to listen to a marketing pitch, or for accepting a marketing offer (e.g., 
agreeing to switch long distance providers, applying for a credit card). For 
example, the player may pay an amount in exchange for a rank, a guaranteed 
minimum rank, or an increase in rank (e.g., pay five dollars in exchange for a rank 

10 of 1 0, pay ten dollars in exchange for a guaranteed minimum rank of 1 5). A player 
could also be offered the opportunity to "buy" a rank of another player. 
[0068] There are various similar ways in which the player could decrease his rank 
relative to other players. For example, a win, a predetermined outcome (e.g., 
CHERRY/CHERRY/CHERRY), or a predetermined series of outcomes (e.g., five 

1 5 winning outcomes in a row paying three coins or more, completing a one card 

flush draw five times in a predetermined period), may decrease the player's rank. 
Also, the appearance of special reel symbols could decrease the player's rank. 
Alternatively, or in addition, the player could agree to a lower rank, or to be 
limited to a maximum rank, and could receive additional credits or other amount of 

20 funds in exchange. 

[0069] The factors described herein with respect to increasing or decreasing a 
player's rank could be used to determine whether the player is to be given a 
particular rank. For example, obtaining CHERRY/CHERRY/CHERRY gives the 
player the number five ranking. It should further be understood that a rank need 

25 not be unique; more than one player may have the same rank. 

[0070] Bonuses may be determined based on the activity of lower-ranked gaming 
sessions, or, alternatively, the activity of gaming sessions that are not ranked 
higher than the player's gaming session. For example, each player may be eligible 
to receive bonuses based on the results of the gaming sessions ranked lower than 

30 the gaming session of the player, in a manner similar to that described above with 
respect to bonuses based on the activity of subsequent gaming sessions. For 
example, each jackpot won by a player of a gaming session that is not ranked 
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higher than the gaming session of a first player results in a bonus payout for the 
first player. Alternatively, or in addition, embodiments of the present invention 
provide for determining bonuses based on the activity of gaming sessions that have 
a higher rank. 

[0071] Alternatively, or in addition, the bonus may be determined based on the 
rank. The bonus may correspond to a particular rank (e.g., rank "3"), a set of ranks 
(e.g., the gaming sessions ranked "1", "11" and "21"), or a range of ranks (e.g., 
gaming sessions ranked 5-10). For example, all players in the top ten rank 
positions may receive a bonus of a free drink. In another example, the player(s) in 
the seventh rank position may receive a bonus based on the activity of the highest- 
ranked gaming session. 

[0072] A player's rank may also correspond to a particular bonus level. For 
example, players ranked first through tenth may be at a gold bonus level, a player 
ranked eleventh may be at a silver bonus level, and players ranked 12-50 may be at 
a bronze bonus level. The bonus may be thus be determined based on the bonus 
level, as described further above. 

[0073] Figure 1 1 depicts a process 1 100 for determining a bonus amount. At step 

1 102, server 200 receives game play data from each gaming device 100. At step 

1103, processor 202 determines the rank of each gaming device 100. As described 
above, the rank may be determined based on various factors. Alternatively, or in 
addition, an indication of a rank may be retrieved from a database, such as player 
table 240 or gaming session table 270. Processor 202 may store an indication of 
the determined rank in a database, such as player table 240 or gaming session table 
270. 

[0074] Processor 202 determines whether the game play data for a game device (or 
gaming session or player) qualifies for a bonus amount at step 1 104. For example, 
a rule stored in program 213 might hold that all jackpots of more than five 
thousand dollars enable eligible players to receive a bonus. Alternatively, or in 
addition, eligibility for a bonus may be based on rank. For example, a rule stored 
in program 213 might hold that a player with a rank higher than or equal to "25" is 
eligible to receive a bonus. The bonus may be a flat monetary amount per jackpot, 
a percentage of the jackpot, and/or may be dependent on the player's rank. If the 
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processor 202 determines that the game play data qualifies for a bonus amount, the 
process 1 100 continues to step 1 106. If the processor 202 determines that the 
game play data does not qualify for a bonus amount, the process 1 100 ends (step 
1105). 

5 [0075] At step 1 106, processor 202 preferably receives an outcome from a first 
gaming device. The outcome indicates a play at the first gaming device, and in 
turn directs processor 202 to initiate a function which determines at least one 
gaming session having a rank that is not higher than the rank of the first gaming 
device (step 1 108). Alternatively, step 1 106 does not occur, and the function may 

1 0 be initiated without receiving the outcome for the first gaming device. For 
example, the processor 202 may initiate the function periodically, at a 
predetermined time, or for each eligible gaming session after determining the 
gaming sessions eligible for a bonus. The at least one gaming session is identified 
and stored in memory while processor 202 determines a payout (e.g., a monetary 

15 payout) entitled to the at least one gaming session (step 1110). A bonus is 

calculated for the player of the first gaming device based on the determined payout 
(step 1112), and credited to the machine (or gaming session) that he is currently 
playing (step 1114). 

[0076] Alternatively, the bonus may be calculated based on the payout, the 
20 outcome from the first gaming device, the game play data of the first gaming 

device, the game play data of the at least one gaming session, the rank of the first 
gaming device, or any combination thereof. In one embodiment, the bonus may be 
credited to other accounts, such as a player "comp" account that stores casino 
reward points, a financial account, etc. In another embodiment, the bonus is 
25 proportional to the sum of the payouts of all lower-ranked gaming sessions (e.g., 
the bonus is a percentage of all payouts of all lower-ranked gaming sessions). In 
still another embodiment, rather than immediately crediting an account or the 
machine, the player might accumulate value in an account which is "unlocked" 
when he hits a jackpot within the gaming session. 
30 [0077] A second rank of the first gaming device may be determined (step 1 1 16) as 
described in detail above. Of course, it is possible that the second rank is the same 
as the first rank. 
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[0078] It is to be understood that the above embodiment descriptions are intended 
to be illustrative, and not restrictive. Many other embodiments will be apparent to 
those of skill in the art upon reviewing the above description. For example: 
[0079] The bonus amount could be pari-mutuel in nature. For example, 10% of 
5 each jackpot amount could be added to the bonus pool and apportioned to all active 
gambling sessions started before the session that wins the jackpot. The 
apportionment could be even, or skewed towards the longer sessions or skewed 
based on the ranks of the players. 

[0080] The player could receive benefits after the conclusion of his gaming 
10 session, perhaps for a predetermined period of time. Alternatively, the player might 
have the ability to take a break for a predetermined period of time, maintaining his 
position or losing only a part of his position. (The machine could allow unattended 
play as well.) The player might be provided the ability to take a break, for 
example, after achieving a win, a predetermined outcome, or a predetermined 
1 5 series of outcomes. The player might also be able to pay money to keep his 

position maintained. Faster play could also build-up an "account" which the player 
used at a later time. For example, playing the machine at a predetermined rate or 
number of handle pulls per hour could earn the player a break. Alternatively, or in 
addition, the player could be provided a break after a predetermined number of 
20 handle pulls, or after a predetermined amount wagered. The player could also pay 
to build up an account. Alternatively, the player could be comped to a break by the 
casino. 

[0081] Players could form teams, with individual players playing in "shifts" for the 
team. As long as one or more of the team members were active, the team would 

25 retain its position. In this way, sessions are effectively linked together. For 

example, a gaming session would be initiated when any team member initiated a 
gaming session. The gaming session would only conclude when no other members 
of the team are playing. Alternatively, or in addition, two individual players, such 
as a husband and wife, may be playing from a single account. As long as one 

30 spouse was playing, the position of the session associated with the account could 
be maintained. 
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[0082] Although the above description has used a slot machine embodiment by 
way of example, the present invention is equally applicable to other games such as 
video poker. In such an embodiment, the bonus could be card-based. For example, 
a bonus may be that the player gets a second chance drawing or is able to replace 
5 one or more of his drawn cards with a new card. Similarly, the bonus could 

comprise adding one or more aces (or another card) to the standard fifty-two card 
deck in order to provide the player with a higher probability of winning. 
[0083] Similarly, the present invention could also be applied to table games such 
as blackjack, craps, or roulette. In such an embodiment, a player would initiate a 
10 gaming session by handing the dealer his player tracking card, and conclude the 
session by requesting the return of the player tracking card. The server which 
tracks the player's casino reward points may then operate as the server 200 
described above to award bonuses as appropriate. 

[0084] The invention could apply across different games, with subsequent gaming 
15 sessions including, for example, blackjack, craps, and slots. For example, the 

player could remove his player tracking card from a slot machine, then hand it to a 
dealer at a blackjack table within a predetermined amount of time to continue his 
gaming session that was initiated at the slot machine. 
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